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DONT JUST GAZE AT THE STARS . . . 









• • • 



Turn your programming efforts into real dollars. so^Zt stQR 
wants to put your original program in Rom Pack. With our experience and 
expertise you can be assured of all the help you need in achieving the highest 
R.O.E. (Return On Effort). Our extensive marketing and distribution will give 
your program maximum national exposure. 



So Come loin The Stars. 



WRITE: 



soft stQR Ltn. 

ACQUISITION DEPARTMENT 
41715 JOY ROAD 
CANTON. MI 48187 



EIDITORIA.L. 

By Marshall S» Dubin 

My last issue! I say that with mixed 
feelings* One one hand^ I echo the words of 
our first editor Jon Earl when I say that I will 
not miss the work* On the other hand^ this has 
been probably one of the most rewarding jobs 
in my life^ both for being able to learnt fitnd for 
being in a position to share with sa many 
others* 

Much gratitude and appreciation goes to 
the many people who have contributed to make 
the MACE newsletter one of the most 
comprehensive Atari related publications 
around. I would especially like to thank 
Richard Gyzinski^ CMJr Baker Street journalimtf 
for his technical help in producing this 
newsletter as well as for his fine column* 

Thanks also to Sheldon (Down Memory 
Lane) Leemon for the many fine articles and 
reviews* To Jerry Aamodtt an Account 
Executive supreme^ and to Fred Parr^ whose 
love and care in the printing and bindry 
operations has made us look more like a 
magazine than a club newsletter* Thanks also 
to Robin Rard^ Steve Inda^ Craig Chamberlain, 
Arlan# and the many other contributers too 
numerous to menticNi here* We couldn't have 
done it without you* 

As alwaySf to continue to be able to 

provide you with useful, informative content, 
we need your contributions* I'm not talking 
about money! I mean information* Articles 
about things you've done or would like to do, 
game or software reviews and techniqueSf 
unique applications or ideas, news, notes, 
etc* We are an information forum* To share 
information we must be able to get 
information* This means YOU! 

Sorry f we don't pay anything for articles* 
Besides, if any of you have the impression 
that MACE has offices in some huge glass and 
chrome building, with secretaries running 
around, I hate to disappoint you* MACE is a 
voluntary organization* Nobody gets paid* The 
MACE officers have jobs, families^ and are 
hobbiests - like you* Actually, we ARE you! 
Anyone can run for office, and EVERYONE can 
participate* We donate the time we can, and do 
what we can given the limitations* 



We now have over 700 members, 

internationally* Sure there are ways to do 
things better} get the newsletters out earlier^ 
add this service or that service* But we can't 
do it alone* We need help* Your help* So please 
don't be too hard on us if things don't always 
go the way you inight expect them to* Either 
that, or do a little digital excercise (lift a 
finger)* We do the best we can, really! 

Enough of this* I just hope that we were 
able to give you a newsletter that was 
enjoyable to read, as well as informative and 
useful to you as a computer hobbiest* A 
newsletter that you as members of MACE can 
be proud of* If this is sOf then I will retire 
this office satisfied that I have accomplished 
my task* 

ODDIMENTS 

MACE BOOK - The BEST OF MACE book 13 
comming out, soon, I hope and it will blow your 
socks off! More on this at a later page -er 
date* 

LAST MONTH'S PUZZLE - deadline is 
extended* See puzzle page for details* Come on 
people, it can't be that hard! 




MACE 3IG GROTJF^S 



Sterling Heights 
979-5740 



MACE has finally organized a number of 
special interest groups* so that members with 
common interests can meet more informally 
than would be possible at our big* crowded 
general membership meetings* 

The following groups have registered as 
official MACE Special Interest Groups: 

ASSEMBLER 

Manager: Tom Hunt 
Secretary; Phil Heavin 
939-6213 



Manager: Jim Spitier 
Madison Heights 

543-0961 



BXJSIISIESS SYSTEMS 

Manager: Douglas Perenchio 

Warren 
776-7626 



COMF^XJTER SCIElStCE 

Manager: Gretchan Levitan 
Huntington Woods 
399-6964 



education: 

Manager: Mark Davids 
St# Clair Shores 

774-9709 



FORTH 

Manager: Todd Meitzner 

Royal Oak 
542-1752 



GAMES 



oriap=*e;ics 

Manager: Ken Hein 
Utica 
254-1761 



HE ARID WARE 

Manager: Chris Ratkowski 
Detroit 
532-5421 



ISIEPvT XJSERS 

Manager: Michael Winters 

Birmingham 
645-2193 



XTTILITIES 

Manager: Charles Godfrey 
Southfield 
559-1272 Home 
362-9110 Work 



Any member who has an idea for a group^ 
and wishes to propose the formation of that 
group at a meeting is free to do so* 

One such group that the Board has 
suggested is a MACE special interest group* 
This group would be involved in doing the 
things necessary to make MACE the biggest 
and the best group around* Members would 
take on such key functions as contacting 
computer stores aromd the country in order to 
widen the distribution of the newsletters^ 
putting together public domain software that 
could be distributed by stores to computer 
purchasers^ thus putting MACE more in the 
public eyet and organizing large-scale events^ 
like an Atari computer fair* Would you like to 
see MACE gain national prominence? Would 
you like to see the biggest Atari computer 
event in the country staged locally? Then join 
the MACE SIG! Call Jerry Aamodt, our Vice 
President, for more details at 574-1020* 



Manager: Stephen Tobias 




News from the SIG'S 



ssemlDler" SI<3 
August: Meeting 

By Phil Heavin, Secretary^ SIGASM 

SIGASM held its second meeting on August 
5th at my home in Sterling Heights, Our 
meeting started^ as usual, with general 
sociaiiiing, discussing games we play and our 
plans for our mutual interest, the ATARI* 

Tom Hunt opened the business portion of 
the meeting with the discussion of a handout 
he prepared for anyone interested in SIGASM* 
(See Tom's sales pitch elsewhere in this 
issue*) Next, we established the meeting 
places for our next three meetings* An 
interesting note on this for you West siders, 
is that only East side houses have been 
offered for our meeting places* If SIGASM 
meetings are to be convenient for all our 
members, some West side MACE members will 
have to join us and offer to hold a meeting at 
their house or find a meeting place for us. 

Next we discussed possible topics for our 
next few meetings and have more than enough 
to see us through the end of this year* We 
also decided that we will try to get together a 
dual disk system at our meetings to speed the 
exchange of programs among our members* 

Next we split intolwo groups* I conducted 
an introduction to assembler programming for 
the beginners in the group* We spent an hour 
•discussing in DETAIL a program to add two 
numbers* Meanwhile, those who felt that they 
already knew how to add, conducted their own 
discussion group on possible SIG projects for 
the future* 

After we each finished our separate 
sessions we got back together and discussed 
specific implementation details of an arcade 
game I have been writing for several months* 

October's meeting will be Thursday, the 
7th at the home af Fr#nk Demasek in Utica* 
You can contact Frank at 739-2832 or me at 
939-6213* The meeting will begin at 7:00 with 



sodaliring and free form discussion with the 
actual business portion starting at 7J30* This 
part will be kept to a minnium so we can get to 
the fun part* There will be our usual beginners 
session covering part of 6502 assembler 
language and another session on starting to 
write an arcade style game completely in 
assembler language* We hope to see you there. 



LOCAL 



By Thomas H* Hunt, Leader, SIGASM 



Tired of sitting alone and feeling like 
you're reinventing the wheel? (There just 
must be a better way to program this!")* 
Baffled by the inner workings of the ATARI 
DOS and Operating System? ("If I just 
understood CIO it would be a snap to *••")♦ 
Frustrated by the limited graphics and 
animation capabilities of BASIC? ("How in the 
heck did they ever do STAR RAIDERS?") Can't 
seem to grasp the 6502? ("TXS? I thought it 
was impolite to point!")* 

Well, bunkie, start solving these problems 
by actively participating in the Assembler 
Special Interest Group* Presently, using 6502 
Assembly Language is the ONLY effective way 
to resolve most of the above problems* The 
Assembler SIG is specifically addressing 
these (and many other) problems* As a 
cohesive group, we can form a firm foundation 
on which to create bigger imd better programs 
— using Assembly Language where necessary* 

The Assembly Language, like any other 
programming language, is not an entity unto 
itself* Rather, it is a tool used to create a 
myriad of final products called Applications 
Programs* It is like the hammer — inglorious 
in itself, yet in the hands of a skilled 
craftsman many wonderous things can be 
created* On the other hand, it can also be 
used to create a wide variety of smashed 
fingers and colorful explicatives! 

Bearing this in mind, the purpose of the 
Assembler SIG should become clear — we 
must concentrate on the tool and its proper 
uses rather than on a series of complex end 
products* Remember that a seemingly complex 

continued 



program is nothing more than a series of 

elementary operations cleverly intertwined* 
They are also much easier to understand when ^ 
taken in small doses* 

Therefore^ the Assembler SIG will place 
emphasis on these elementary operations by 
teaching them, develop-ing and documenting 
them# and making them available to members 
of MACE* We will also concentrate on the 
fascinating new areas opened up by the unique 
hardware available only in the ATARI 
machines* 

Once the simple operations are understood t 
then you are ready to move on and effectively 
tackle the more involved programs found in 
the Applicatians - oriented SIGs* Far those 
interested, the Assembler SIG has prepared a 
handout that describes our goals, purpose, 
projects* and planned topics for lectures and 
discussions* You can't really understand how 
a computer works or appreciate what a high 
level language does until you have programmed 
in assembly language* Start by actively 
participating in the Assembler SIG! Ne need 
your help ~ regardless of experience level* A 
willingness to participate and learn will 
rapidly overcome a lack of experience* See 
you at the next Assembler SIG meeting! 



EI3XJC AXIOISI SIG 

Meeting: Wed* September 29, 1982 at Mark 
David's House at 7J00* We will demo some 
pre-school programs at the meeting* We are 
also looking for some "grade book" type of 
programs* For more information* please call 
Mark Davids at 774-9709 

UTILITIES SIG 

At the August meeting of our group, we 
reviewed Programs of the Data Base type* 
Demonstrations were given on two programs 
from APX and the version that was in five 
issues of Softside Magazine* We were 
disappointed that we were unable to obtain a 
copy of File Manager 800 which we had hoped 
would be the highlight of the meeting* Maybe 
some other time* The topic for the September 
meeting is sorting methods* 



ANDROID 
ATTftCK- 

i-oR ATARI 




Fight your way dONn through the 
Top-Secret underground Uboritory 
to save the runaway nuclear 
reactor, then try to save yourself 
before the Androids get you! 

16K cassette, 32K disk (SPECIFY!) 

Ask for ANDROID ATTACK at your 
local dealer or send $18.95 + $2.0« 
shipping. Write for our illustrated 
list of gaies for your ATARI. 

F>RE:nr z el.l.#=^imo 
soF=""ruj#=iRE: 

2005 E WHITTAKER RD 
YPSILANTI, MI 48197 




ATARf 



RMTLESS. 



GET 
MOR£ 



Atari Computers : 

ATARI 800 with 16K mtmoiy 
ATARI 400wHhl6K 

ATARI 410 9ngfmhKam 

ATARI 8 1 0 Disk Drivt 



$639 
$289 
$ 85 
$449 



Percom Mini-Disk Drive available i 



CASH PI€OISTfltt 
•ALES • SCHVICf 



20QI 

IIU 

200i 

300^ 

3006 

3108 A2 

3016/1$ 



■ K.C AUB4 LCi. 

■ rafouip com oisnMSKS 

L£IU 

1395 JKr%l99. 

1795 $495 

»95 t495 

•995 1595 

&095 1695 

JL195 1795 

«L395 1095 

$1295 1795 

<790 «90 



9 TOTAL 
6 DEFT* 

1 DEPT. 
4 DEPT. 
8 DEPT. 

2 TO 12 DIPT. 
16 TO 48 DEPT. 
U TO 42 DIPT. 



OYER mpROGMMS 
IN STXK 



Horn. Gam. 
Entwtunmwit 



OISCIUNT 

PRICES 



CASH REGISTERS 



^ ^ ? 



Modems 




DQIMTPDQ 



A ^SK UPGRADE FOR YOUR 

ATARI -^00 

By Claus Buchholz 

[Editor's rioteJ Atari Iric» does not recowttend that you 
try the following «odific3tiori» After 3II, they don't 
even acknowledge that a 100 can be upgraded to 32K, 
rtuch less 48» Need we rewind you that actually 
openirig up the case and playing with the insides will 
void yo«.ir warranty? This Modification is not for the 
fainthearted or the cluMsy—one little Oops! and your 
180 is DOft* He at HACE cannot even voixh that the Mod 
workst as we have not ourselves tried to duplicate the 
author's success* 

Nonetheless^ we know that amnq our rteiibers there are 
a few incorrigible hackers who think that hardwired 
spaghetti irtproves the Machine's asthetic valuet as 
well as 50«e who can't resist a bargain* Although we 
doTi't want to ercourage you* we would rather have you 
down in the basement rippirig your computer apart than 
out on the streets where you night do 50«e real harw* 
So in the interest of public safety, we publish the 
following article* He suggest you have the Harware 
Manual handy as well, to refer to the scheMatics and 
block diagraMS* After all, you've got alMOst $250 
invested in your coMputer! 

For the rest of you, yoij Might note that the price of 
coMMercial Modifications has been coMing down as of 
late* We have just been informed by Cliff Blake of 
Screensonics that they will install a 18K Mod in your 
m for the low price of $159, coMplete! They will 
also do GTIA upgrades for $30 installed* They have a 
huge parts inventory, including all sorts of useful 
things for hackersf like rolls of ninrconducter cable 
for the joystick ports, joystick extension cables with 
Molded plugs, 13 pin serial-port connectors for long 
extensions, aracade type button switches, etc* The 
address for Screensonics is S* Outer 40 Road, 

Chesterfield, HO 63017) *3 



None of us needs to be reminded of the 
awesome power of the Atari personal 
computers* What many fail to realize is that, 
except for the full-stroke keyboard and 
greater configurability of the 800, the Atari 
400 shares all the power of her big sister* 
The high performance/price ratio of the 400 
makes it a very attractive computer* 

The 16K RAM supplied (8K in earlier 
models), however, is simply inadequate for 
many users' needs* Atari designed the 400 to 



address 32K but they don't sell 32K boards* 
Other manufacturers sell 32K and 48K boards, 
but their added cost severely decreases the 
performance/price ratio that distinguishes the 
400 from other computers* 

I have designed and implemented a 48K 
upgrade for the 400 that you can add for about 
$70 and a few hours' work* With 48K, you can 
run nearly every program written for the Atari 
computers, including that program you've not 
finished writing because, "It won't fit!" 

The modification is based on the idea of 
replacing the existing 16K-bit (or 8K) RAM 
chips with the newer 64K-bit devices* These 
dynamic RAMs are operationally compatible 
with the 16K chips* Note the two major 
differences: The 64K RAMs have an 
additional multiplexed address pin to access 
the larger memory* Also, they need only a 
single 5V power supply as opposed to the 5V, 
12V, and -5V supplies which the 16K RAMs 
use (see Figure 1 for a pinout comparison)* 

Some circuitry must also be added to allow 
the 400 to address 48K* Note that the new 
RAM chips can hold 64K of memory, but the 
Atari can only address 48K* If you can't bear 
to waste the extra 16K, see the suggestions 
later in the article* 

The parts listed in the Parts List are 
available from many mail order houses who 
advertise in the back of most computer 
magazines* You will also need a fine-tipped 
soldering iron, an ohmmeter, small pliers, 
screwdrivers, solder, fine wir ., and a clean 
and static-free place to work* You should 
have a little experience in working with 
electronics* If you don't, find a friend who 
does and could help you* 

The first step is to open your 400* 
Disconnect all cables* Turn the 400 over and 
remove the four screws in the underside of the 
plastic case* While holding the case together, 
turn it over again* Open the cartidge door and 
remove any cartridge, leaving the door open* 
Lift the rear of the top half of the case over 
the door* To remove the case top from the 
keyboard, press on the bottom of th# keyboard 
on either side until it bends, and slide the 
keyboard away from you* The case top should . 
now be free* Now remove the keyboard by 
pulling straight up on the flexible connector 
under the right side of the keyboard* 

continued 



WE DON'T SELL 
COMPUTERS 

AFTER YOU BUY A 
SMALL/PERSONAL/MICRO COMPUTER 
SEE US FOR THE LARGEST SELECTION OF 
SOFTWARE PROGRAMS, SUPPLIES, PERIPHERALS, 

BOOKS, AND MAGAZINES. 

ACCOUNTING • BUSINESS • DATA BASE 
EDUCATION • ENTERTAINMENT • HOME/HOBBY 
TECHNICAL* WORD PROCESSING 

MON-FRI 11 AM -7 PM 
SAT 12 AM -6 PM 



liegalegs 
Pac— Man 



(16K Cassette) 



(cartr i dge) 



Track Attack <32K Disk) 

Plastic Diskette Protector 
(holds 2 diskettes) 



REGULAR 
PRICE 

34-95 

44.95 

29.95 



95 ea 



Zenith 12" Green Screen Monitor 



Verbat i m Di skettes 
so-ft sector 
single sided 
double density 



(box of 10) 34.95 



OPEN I NG 
SPECIAL 

27. 95 

35.95 

23.95 



. 85 ea 
8.00/10 




25.00 



COME IN AND SEE OUR UN ADVERTISED OPENING SPECIALS 



station 



24484 West 10 Mile, Southfield 
358-5820 




One Block West of Telegraph 



The circuit board on the right is the power 
supply* The computer is inside the metal case* 
Remove the two screws that fasten the left 
side of the power supply board to the right 
side of the metal case* Gently but firmly pull 
up the left front side of the power supply to 
disconnect it from the main board on the 
bottom* Be careful of the plastic interlock 
switch plunger when moving the power supply 
board* Now remove the speaker connector 
from the left front of the main boards and lift 
the metal case out of the plastic case bottom4 

Turn the metal case over and remove all 
the screws and the bottom plate* Now pull the 
main circuit board up and out of the metal 
case* taking care not to flex the board* You 
may have to gently pry the edges to loosen the 
board from the metal case* 

You now see the 400 in its full splendor* 
Lay the main cicuit board down so the joystick 
ports face you* The smaller boards sticking 
up are the memory board and CPU board* The 
one nearer to you is the memory board* 
Unplug eacht again being careful not to flex 
the circuit boards* You may also remove the 
beige plastic piece on the main board by 
bending its prongs underneath the board* 

Look at the CPU board* It has three large 
chips* The middle one is the CTIA or GTIA* 
If you want to replace your CTIA with a GTIAt 
now is the time to do it* See the feature 
article in the March, 1982# issue for 
instructions* The CPU board is not altered in 
this memory upgrade* so put it away* 

Look at the memory board* The eight chips 
along the top are the RAM chips* The other 
four chips are the addressing circuitry* The 
edge pin connectors at the bottom are labeled 
as in Figure 2* If you have an 8K 400> you 
must alter the memory board before 
proceeding with the upgrade* Instructions for 
this modification appear at the end of the 
article* 

The first step in the 48K modification is to 
eliminate the 12V and -5V sources on the 
board and move the 5V source to where 12V 
used to be* As shown in Figure 3^ cut the 
trace going from pin X of the board's edge 
connector to the capacitor C521* Also cut the 
trace going from edge pin Y to C523* Cut the 
traces cleanly and completely* Be careful not 



to slip and damage adjacent traces* 

Now remove the capacitors C521 and C523* 
The trace coming from pin W carries 5V* Using 
a short piece of wire^ make a solder bridge 
between this trace and the old 12V trace* at 
the point where C523 used to be (see Figure 

3) * Next, remove the eight capacitors C503» 
C505, C507,C509, C511,C5I3, C515t and C517t 
which are usually in a row along the top of the 
board* 

We now have 5V going to pins 8 and 9 of 
the RAM chips, and no connection to pin 1* 
Remove the eight RAM chips and insert the 
64K RAMs in their place* properly orienting 
the notched ends* With an ohmmeter, make 
sure there is no connection between edge pin 
X and pin 1 of the RAM chips* There should 
also be no connection between edge pin Y and 
pin 8 of the chips, nor should there be any 
connection between any two of the edge pins 
W, X, and Y* 

If all has gone well, the board should be 

functioning exactly like a 16K memory boards 
since the addressing circuitry has not yet 
been altered* Now may be a good time to test 
the board (particularly the new RAM chips)* If 
you wish# reassemble the entire computer and 
check to see if it works prq^eriy as a i6K 400# 
If it doesn't work^ recheck all connections and 
disconnections made so far* 

Now take the 5V supply off pin 9 of the 
RAM chips* To do this* cut the rightmost wide 
trace on the chip side of the board (see Figure 

4) * 

Pick up the 74LS158 chip* which is the same 

as the chips Z503 and Z504 on the memory 
board* With needlenose pliers* carefully bend 
up all the pins except 1* 8* 15* and 16 (see 
Figure 5)* The remaining four pins are to be 
soldered onto the chip Z503* Remove the chip 
at Z503 from its socket and place the 74LS158 
on top so that the four pins listed above touch 
the same four pins on the lower chip (as in 
Figure 5)f Carefully solder each of the four 
pair of pins together^ being careful not to get 
too much solder on the end of each pin* 

Now solder a 4" length of wire to each of 
the pins 2* 3* and 4 of the top chip* Reinsert 
the chip pair at Z503* Solder the wire from pin 
2 into the hole attached to edge pin M^ and the 
wire from pin 3 to edge pin U» Next solder the 

continued 



Computer CKpre// 



ATARI 400/800 




BUSINESS / PERSONAL 

TCE LIST 

BUDBETMASTER tc CHECK BAL 26.99 34.95 

BUDGETMASTER & CHECK BAL 29.99 39.95 

DATA PERFECT 75.99 99.95 

DON JONES XNV. EVAL .... 95.99 129.95 

FILEMANAGER 800 74.99 99.95 

LETTER PERFECT 108.99 150.00 

MAIL MER8E 22.99 29. OO 

LETTER PERFECT + MM ....199.99 249.95 

PERSONAL FINANCE MANS... 58.99 74.95 

VISICALC Itt5.99 250.00 

EDUCATION 

COMPU-HATHi FRACTIONS .. 29.99 39.95 

COMPU-MATH: DECIMALS 29.99 39.95 

COMPU-READ 29.99 39.95 

COHPU-HATHi FRACTIONS .. 22.99 29.95 

CGMPU-MATH: DECIMALS ... 22.99 29.95 

COMPU-READ 22.99 29.95 

INVITATION TO PR06. 19.99 24.95 

INVITATION TO PROG. #2.. 22.99 29.95 

INVITATION TO PROG. #3.. 22.99 29.95 

SPEED READ PLUS 44.99 59.95 

WORDRACE 19.99 24.95 

T«Tap« K^Cartr i dg» E»Disk or Tap* 
Un«ark*d PrograMS mrm on Dimk 



CHRISTMAS 



SPECIALS 



During the '82 HOLIDAY SEASON TCE Mill 
place many popular products on special. 
Most of these bargains will not appear 
in our magazine ads, so send for your 
free copy of the TCE CHRISTMAS LIST. 
AVAILABLE NOVEMBER 




ELEPHANT DISKS 

SS-SD *19.99 
SS-DD *23.99 
DS-DD ♦29.99 
K a box of 10 

MAXELL DISKS 

MDl *33.99 
MD2-D *52.99 
a box of 10 

HEAD CLEANING KIT 

*22.99 List 29.95 

T 

T DiscSavers 

T 

T ♦5.49 doz. 

T 

T BMC 13" COLOR 
MONITOR w Audio 

*269 Li;=t 299 

BMC 12" 8U col 

P31 GREEN 
SCREEN MONITOR 



♦89 List «99 

Hayse Stack 
SmartModem 

♦219 List 279 



w 



TOOLS / ENHANCEMENTS 



ASSEMBLER 6502 (T) 

ATARI WORLD 

BASIC A+ 

THE BASIC COMPILER 

DATASN 65 2.0 

DISASSEMBLER 6502 ...<T) 

DISASSEMBLER 6502 

DISKEY 

DISKMANAGER 

EDIT 6502 (K> 

FORTH (QS) 

LISP INTERPETER 

MACRO ASSEMBLER it EDITOR 

MICROSOFT BASIC 

□S/A+ 

PILOT - . <K) 

SOFTERN 



ACCESSORIES 

TECHNICAL USER NOTES ... 22.99 
ADVENTURES 1-12 HINT BOOK 6.49 

JOYSTICKS (pair) 15.99 

PADDLES 15.99 

LE STICK 29.99 

GRAPHICS TABLET 239.99 

DISKETTE LIBRARY CASE .. 2.99 



TCE 


LIST 


19. 


99 


24. 


95 


44. 


99 


59. 


95 


58. 


99 


80 . 


00 


74. 


99 


99. 


95 


69. 


99 


89. 


00 


8. 


99 


1 1 . 


95 


10. 


99 


14. 


95 


36. 


99 


49. 


95 


22. 


99 


29. 


95 


159. 


99 


199. 


95 


58. 


99 


79. 


95 


108. 


99 


150. 


00 


69. 


99 


89. 


95 


69. 


99 


89. 


95 


58. 


99 


80 . 


00 


62. 


99 


79. 


95 


36. 


99 


49. 


95 



29. 95 
7. 95 
21 . 95 
21 . 95 
39. 95 
299. 00 
4.00 



C. ITOH PRO/WRITER 

- 120 cps Bi-Dir, Logic Seeking 

- Friction «t Tractor Standard 

- N X 9 Matrix 

- 8 Character sizes 

- Proportional spacing 

- Bit St Block Graphics 

- Greek Symbols 

- Mix Text 8c Graphics 

ASK FOR FACT SHEET/PRINT SAMPLE 



« 
* 



PARALLEL 
SERIAL 



♦ 489 

♦ 629 



Li St 
List 



♦ 795 

♦ 845 



C. ITOH 
STARWRITER FIO 
-LETTER QUALITY 
-40 cps 
-Diablo Daisy 

Wheel S( Ribbon 

Comp at i b 1 e 
-15" Carriage 

♦ 1450 » List«lW5 




FLIP 'N' FILE 

DISK CASE 
-Holds 50-60 
-Hi nged Lid 
-Index Dividers 
♦22.99 List 29.95 




SIGNALMAN MK II 

MODEM 
-Direct Connect 
-300 bps F.DPLX 
-Cable Included 
♦85.99 LIST 99.95 



1 



* Shipping itn on thcst itm mil be basad on Might I dtstination. 
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TCE LIST 

ADVENTUR ON A BOAT 19.99 24.95 
ADVENT. 1-12 (T)ea 14.99 19.95 
ALI BABA St 40 THVS 24.99 32.95 

ALIEN HELL 14.99 19.95 

ALIEN SWARM 26.99 34.95 

ANDROMEDA (IMPRVD) 26.99 34.95 

ASTEROIDS (K) 27.99 34.95 

BATLE OF SHILOH .. 29.99 39.95 
B-1 NUC. BOMBER (T) 11.99 16. OO 
CANYON CLIMBER (T) 19.99 24.95 
CAVERNS OF MARS .. 29.99 39.95 

CHICKEN (E) 22.99 29.95 

COMP STOCKS «(BONDS 14.99 20. OO 
CONFLICT 2500 . (T) 11.99 16. OO 

CONTROLLER 22.99 30. OO 

CROSSFIRE (E) 22.99 29.95 

CRYPTS OF TERROR . 26.99 34.95 

DEADLINE 37.99 49.95 

DELUXE INVADERS .. 26.99 34.95 
DODGE RACERS ..(E) 22.99 29.95 
EMPIRE OVERMIND .. 26.99 35. OO 

FASTGAMMON (T) 14.99 19.95 

GALACTIC EMPIRE <T) 14.95 19.95 
GALACTIC TRADER (T) 14.95 19.95 

GALAXY 19.99 25. OO 

&<iST HUNTER 26.99 34.95 

SOMOKU <T) 14.99 19.95 

INVASION ORION <E) 19.99 24.95 

MATCH RACERS 22.99 29.95 

MIDWAY CAMPAIGN (T) 11.99 16. OO 
MIND-BOGGLERS 1(E) 11.99 15.95 
MISSION ASTEROID . 19.99 29.95 
MISSLE COMMAND ... 27.99 34.95 
MOUNTAIN SHOOT (T) 10.99 14.95 

MOUSKATTACK 26.99 34.95 

NUKEWAR (T> 11.99 16. OO 

PAC MAN (K) 32.99 44.95 

PACIFIC COAST HWY. 22.99 29.95 
PLANET MINERS . <T> 11.99 16. OO 
POKER SOLITARE ... 19.99 24.95 

REAR GUARD (T) 14.99 19.95 

RESCUE AT RI6EL(E) 22.99 29.95 

REVERSI (T) 14.99 19.95 

SOFTPORN ADVENTURE 22.99 29.95 



TCE LIST 

SPACE INVADERS (K) 27.99 34.95 

STAR RAIDERS . . (K) 33.99 44.95 

STAR TREK 3.5 . (T) 14.99 19.95 

STAR WARRIOR ..(E) 29.99 39.95 

TIGERS IN THE SNOW 29.99 39.95 

TANKTICS (T> 18.99 24. OO 

TREASURE QUEST <T) 14.99 19.95 

TUMBLE BUGS 22.99 29.95 

ULYSSESS it GOLDEN. 26.99 34.95 

VOYAGER 19.99 25.00 

blARLOCK'S REVENGE 26.99 35.00 

ZORK I 29.99 39.95 

ZORK II 29.99 39.95 

NEW OR AVAILABLE SOON 

ARCADE PRO FOOTBAL 26.99 34.95 

AVALANCHE CALL 

BANDITS 26.99 34.95 

CENTIPEDE 32.99 44.95 

CHOPLIFTER 26.99 34.95 

DR. GOODCODES CAVE 22.99 29.95 

DRAGON'S EYE 22.99 29.95 

FROGGER (E) 26.99 34.95 

GORF 29.99 39.95 

GORF (K) 37.99 49.95 

MASTER TYPE 29. 99 39.95 

NUMBER BLAST CALL 

PAGE 6 22.99 29.95 

PREPPIE (E) 22.99 29.95 

SAMMY SERPENT .... 18.99 23.95 

SHAMUS 22.99 29.95 

SHOOTING ARCADE (E) 22.99 29.95 

SLIME <E> 22.99 29.95 

SNEAKERS . 22.99 29.95 

SPACE EGGS 22.99 29.95 

SYN ASSEMBLER 37.99 49.95 

TRACK ATTACK 22.99 29.95 

ULTIMA I 29.99 39.95 

ULTIMA II ........ 45.99 59.95 

VIDEO MATH CALL 

WAY OUT CALL 

WIZARD OF WOR 29.99 39.95 

WIZARD OF WOR . (K) 37.99 49.95 



c 
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F>«Y LIST 

AL-L_IANCE: 2^.9^ 39.95 

T lOEFCS Xf<4 . 99 39.95 

f^t— I &e TI-IIEIVEIS 22-99 32.95 

M I CROF"^ I IMTEPt 23.99 34.95 

Miz#mD Se the: r^iRXNcees 22-99 32.95 

BLJO <=l"r~r<=fcCK <E> 1.9-99 29.95 

CMICKEfM <E> 19-99 29.95 

CL_OWtMS «e Bt#VL_l_00|NlS_ < EI > 19.99 29.95 

CROSSI^ I FtEI <E:> 19-99 29.95 

CVCI—OO 19 - 99 29.95 

DISK MAIMACBER 19-99 29.95 

oodcbe: Ftrf^icEFt < e: > 19-99 29.95 

M/^TCM RACERS 19- 99 29.95 

SNAKE BYTE 19- 99 29.95 

TFiACK ATTACK 19-99 29.95 

E>-Either Tape or Disk Specials good until lO/tS/OS 



The Computer Cnpre// 




M-F 10 AM - 9 PM 
Sat 10 AM - 6 PM 
J— 1 SS^ 



P.O. Box 569, Dept 1 
Troy, MI 48099 
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Add ♦2.00 for shipping. MI residents add 4% tax. Money orders, 
checks (allow 10 days) accepted. MC/VI8A accepted Mith card ft 
it expir. date. Add tLSO -fcir C.O.D. Fric«m eubject to change. 



wire from pin 4 to a hole in the former 5V bus, 
the wide trace along the top of the chip side 
of the boardf 

The memory board is now complete* With 
an ohmmetert check all connections 
diagrammed in Figure 6* 

The final stage involves modif lying the 
main (mother) board itself* To help you 
visualize this stage better, I have included a 
partial schematic in figure 7, and a pin 
diagram in figure 7a» Locate chip Z103 
forward of the memory slot (see figure 7a)» 
On the underside of the board, cut the traces 
leading from pins 1 and 2 of Z 103 ♦ Now attach 
a wire from pin 24 (across from pin BB) on the 
underside of the CPU board slot to pin U 
under the memory slot* Attach a second wire 
from pin CC under the CPU slot to pin M under 
the memory slot* 

Now wire the circuit of Figure 7, using the 
pin diagram of figure 7a* On the 14-pin 
socket, solder pins 3 and 4 together with a 
short piece of bare wire* Do the same with 
pins 2 and 13* Next solder an 8" length of 
wire to each of the pins 1, 5, 6, 7, II, 12, and 
14* With these wires, make the six 
connections to the underside of the cartridge 
slot as diagrammed* The seventh wire from 
pin 1 goes to pin IS on the underside of the 
memory slot* 

Plug the 74LS02 into the socket and bend 
the wires around some notches on the edge of 
the main board so as to position the chip 
above the board, between the crystal and 
cartridge slot* Finally, solder one of the 680 
ohm resistors between pin A under the 
cartridge slot and the nearest ground 
connection* Be especially careful that excess 
solder does not form "bridges", making 
electrical connection where none should exist* 
Put the second resistor between ground and 
pin 14 under the cartridge slot* 

The fnodification is finished* Recheck all 

connections, as an improper connection may 
damage the computer* Reassemble the 
computer, being careful that the 74LS02 chip 
doesn't touch any other circuitry* It's a good 
idea to wrap the chip in some electrical tape* 

Plug in the 400 and turn it on* If the blue 
screen doesn't come up quickly, turn it off 
immediately and check that your work, 



including reassembly, has been done correctly* 

If you have exercised proper care, you should 
now have 48K of RAM for your 400* Enjoy* 

MODIFYING AN 8K BOARD 

Near the center of the board are six pair of 

holes, marked A through F in which two 
resistors reside* Remove both resistors* If 
one of them is at C, leave it there* 
Otherwise, solder one of the removed 
resistors at C* Now solder a wire from edge 
connector pin H to the trace that connects 
holes D, E, and F together* 

Next, cut the trace leading to pin 13 of tk& 

chip at Z501, and solder a wire from this pin to 
edge connector pin U* The board is now ready 
to be modified for 48K as described above* 

SUGGESTIONS FOR A 64K MODIFICATION 

Figure 8 shows a circuit that will allow you 
to access the unused 16K on your modified 
board* After you have successfully completed 
the 43K modification as described above* 
disconnect the wire you put between edge pin 
U and pin 3 of the 74LS158* Wire the circuit 
of Figure 8 in its place* 

Two more chips are needed for this circuit, 

a 74LS00 quad NAND gate, and a 74LS74 dual 
flip-flop* They may be wired to the memory 
board using sockets as you did with the 
74LS02* The NOR gate on the left is from the 
74LS02 chip you wired to the main board* You 
may bring its output to the memory board 
through an unused edge pin such as pin V* 

The extra 16K is bank switched with the 

middle 16K of the 48K RAM* By writing a 1 to 
a memory location between D700 and D7FF 
(55040 to 55295 decimal), you replace the 
middle 16K of your 48K with a new bank of 
14K* When you write a 0 to the same location, 
you get the original bank back* This is best 
done in machine language, since you can 
confuse BASIC by switching out part of a 
BASIC program* 

Although you must be careful in using this 
extra 16K, it can come in very handy for 
storing extra graphics screens or other kinds 
of data* I have not yet implemented this 64K 
modification, so I leave it to the more 
adventuresome of you to build, test, and use* 

continued 



FINAL NOTES 



When a cartridge is inserted into the 400, 
the addressing circuitry disconnects the top 
8K of RAM. For example, with the BASIC 
cartridge you have only 40K of RAM, This is 
normally the case with the 800* If Atari ever 
comes out with a 16K ROM cartridge, it will 
properly disable the top 16K of RAM when 
inserted* 

Remember that performing this 
modification will void any warranty remaining 
on your 400. If you just can't get the 
modification to work, you may repair all the 
cut traces, remove added circuitry, and 
reinsert the orginal RAM chips to restore your 
400 to its original condition, assuming nothing 
was damaged* 
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PARTS LIST 



ITEM 
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1 
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4164 200 nanosecond dynamic RAM 
74LS158 quad 2 to 1 multiplexer 
74LS02 quad NOR gate 
680 ohm 1/2 watt resistor 
14-pifi DIP mMmrtm socket 
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Atrsri Sound 3rid Grephics 

By Herb Hooret Judy Loweri and Bob Albrecht* ( John 
Hiley S Sons, IncM234 pwSf paperback) suggested 

retail priceJ $9»95 

Reviewed by Sheldon Leemon 

In this second book on Atari BASIC in the 
Wiley Self-Teaching Guide serieSf tl^ authors 
have taken into account the large impact that 
color graphics and sound have had on the 
market for home microcomputers* With these 
capabilities^ a computer is no longer just a 
machine to help figure your income taxes, or 
facilitate boring math drills for the kidst but 
can be a super video~game> music synthesizer, 
artist's tool, and much more* It is just such 
possibilities as these that have led many 
consumers who formerly shied away from 
computers to take the plunge and purchase one 
for their own home* These people represent a 
new kind of computer owner — they want to be 
able to DO something with the machine 
without first having to get a master's degree 
in computer science* Graphics and sound 
present an ideal opportunity to such people, 
because from their first programming session 
they can give the computer commands whose 
results they can see and hear immediately* It 
is no wonder that many educators are excited 
about languages with "Turtle" graphics as a 
means of involving young children in the 
programming experience* And it is no wonder 
that the first thing many new computer owners 
want to know is how to control the colors and 
sounds thai: the machine can produce* 

The first Wiley Self-Teaching Guide took 
the traditiofial approach of formally 
introducing the "core" BASIC keywords, and 
concepts such as conditional structures and 
loops first, and then at the end briefly looking 
at graphics and sound "extensions"* This 
book, however, reverses those priorities, in 
order to meet the needs of the new computer 
user* First, the SOUND statement is 
examined, and the user is taught to type 
commands to produce a wide variety of sounds* 
Next, the user is led through simple PLOTting 
of colored dots, then drawing lines, and whole 
pictures* Eventually, the traditional 
programming concepts begin to ease their way 
into the picture, in the context of answering 
questions about ways to make the computer do 
even fancier sound and graphics* Do you want 
to produce a whole range of sounds without 



typing each SOUND command in, one at a time ? 
Would you like to pause between each note? 
The book shows you how to use a FOE-NEXT 
loop to accomplish these tasks, and shows you 
how to nest loops to combine these functions* 
For picking out the notes of a song, the READ, 
DATA combination is explained* Some of the 
ways that BASIC concepts are introduced are 
quite inventive, allowing almost the entire 
range of BASIC keywords to be covered, while 
still remaining within the original framework 
of exploring graphics and sound* The whole 
time that the authors are showing us how to 
use arrays to hold note values, and conditional 
structures to check that INPUT data is within 
permissable parameters, they are also 
exploring such concepts as the effect of 
attack and decay times on the shaping of 
musical notes* 

For those not familiar with the Wiley 
Self-Teaching series, the approach that they 
used should be explained* The books are 
written in a friendly, non-technical style, and 
when jargon cannot be avoided, there is 
usually a cute cartoon explaining the term, and 
reinforcing the concept* For example, in the 
beginning, a cartoon character reminds you to 
hit the RETURN key after entering a 
statements They assume no prior knowledge 
about computers whatsoever* The book takes 
you through the most basic concepts, such as 
the difference between entering a command 
directly, and typing it as part of a numbered 
program statement* Each topic is adressed as 
part of a hands-on session* It is assumed 
that as you are reading the guide, you will be 
typing in the examples, and observing the 
effect on the screen* The result is a guide 
that is extrememly well-suited to the 
first-time user* Anyone should be able to sit 
down at the computer, and within a few 
minutes be typing in and running simple 
programs* In this particular guide, those 
programs are of a nature that will be likely to 
stimulate furthur inquiry and experiment into 
the fields of graphics and sound* 

The subject of Atari graphics and sound 
covers a lot of territory, and in no way should 
anyone mistake this guide for a comprehensive 
treatment* However, for the beginner it 
serves as an excellent introduction to the 
graphics and sound capabilities of the Atari 
computers, and through them, to BASIC 
programming in general* 

© 
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CORRESPONDENCE I 

I would like to introduce myself* My name 

is Jeff Woodward and I live in Birmingham* 
England* 

I am an Atari 400 owner, and have had the 
machine upgraded with the Mosaic Ram board 
to32E* 

I got in touch with the Mace Atari User 
Group in September 1931, and have since 
joined* Having done sot I have corresponded 
with Sheldon Leemon and he invited me to 
write this article for all you Mace members* 

First off* I would like to say how I came to 
buy the 400 machine* The Home Computer 
scene in England has probably been going now 
for some five or more years, and the most 
popular machines on the market were the Pet, 
the Apple and probably the TRS 80» However, 
very little coverage was ever given to any of 
these machines, and they tended to be owned 
and used by very dedicated computer 
enthusiasts only# However, with the onset of 
the Sinclair ZX 80, and now the IX 81, the 
computer was pushed by the media, and it 
seemed to be the thing of the future* 

I did try the ZX 80 but the shortcomings of 
the machine were particularly obvious when I 
wanted to play the Arcade type of games* Of 
course there are upgrades, but if any of you 
have ever seen the machine, you will know 
that these are woefully inadequate when 
compared to the Atari* 

A great deal of excitement was generated 
with the announcement of the Vic 20 machine, 
and this seemed to be the one for all home 
computer enthusiasts* At this time computer 
hardware shops started to sppear in the area, 
and having read about the Atari in computer 
magazines, I was able to compare memory, 
resolution, software, and other important 
items between it and the Vic* I have owned by 
Atari for over a year now and I am convinced I 
made the right choice* By the way, it is only 
very recently that Atari has been advertised 
by the general media, such as television! 

The software support and general help for 
users in this country is not easy to find and, 
at the moment, it is only possible to buy 
American computer magazines, such as 



Compute and Analog — which I think is 
excellent — and from these I have discovered 
that prices for the Atari, both software and 
hardware, are much lower in America* For 
example, based on the current exchange rate 
of $1*75 = L1*00, the 400 machine with 16K ram 
would cost *604 over h#re> and the 800 — also 
with 16K — would be $1050* 

Similarly, I have found that it is cheaper to 
buy programs direct from the States - even 
allowing for the fact that I have had to pay 

Customs duty on a couple of items!!! 

Software is mainly American based, with 

cartridges featuring the best type of Action 
games} I refer to Star Raiders, Missile 
Command and Space Invaders* There are a few 
software houses in England at the moment, 
working on Atari type programs, and the one 
that comes to mind is the excellent Thorn EMI 
cassette based programs* The one I have seen 
and played is 'Darts', a typical English Pub 
game, and this is excellent in its graphical 
display, musical notations, and skill levels to 
simulate the game on a Home Computer* 

Other programs are promised by this 
company, and they include The Rubik Cube, 
which will enable the Cube to be solved on the 
screen; Hickory, Dickory Dock a game based on 
nursery rhymes? Submarine Commander, an 
Arcade style World War II simulation game; 
and also a 747 Jumbo Lander, a flight 
simulation game* Another software program 
which has recently been released by another 
company is called Airstrike* It is a full 
machine language program and it is very 
similar to the Arcade type Scramble games* 

One facet of computers that drew me was 
the fact of being able to play the Adventure 
type game* I have the Temple of Apshai, which 
I find an excellent game, and Sheldon has told 
me that there are soon to be a whole range of 
Dungeon and Dragon, and other types of 
Adventure games, coming on to the American 
market* One he mentioned is Zork, and Zork 2* 
If any of the readers would like to contact me, 
about these specific type of games, I will be 
very pleased to hear from themt Also» any 
correspondence regarding the Atari games and 
programs, new magazines that may have 

appeared in the States, or anything that you 
think would help us over here, would be very 
welcome* 



■ 
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I hope that this has given you some insight 
into the way the computer sosne is starting to 
take off in England, and I hope that it will be 
start of further correspondence with users in 
America* 

If anyone would like to get in touch with 
me» my address is« 

Jeff Woodward 

15 Upper Grosvenor Road 

Handsworth 

BIRMINGHAM B20 3SB 

England 
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UNCLASSiPIED ADS 



STEREO STUFF FOR SALE 
JVC KD-75 cassette deck *175 ($380 new) 
Pioneer RT-707 reel to reel deck *425 
($695 new)* Both units like new# Call 
Quip at (313) 375-1225 



DIGS FOR DOTS 



APARTMENT for rent* 1 bedroomjfree heat 

carpeting, drapes^air cond»,fridge,5tove 
self-clean oven* $280/mo» Senior citizen 
rate* Will consider trade of printer 
equipment for rent* Call 781-9804 



PHYSICS PROGRAMS 

High school physics programs for sale* 
Call Mark Davids, 774-9709 



f 



M.A.C.E. 
P.O Box 2785 
Southfield, Ml 48037 



fee for 12 monMis* 




.A.C.E. Membership Application 



Name 
Street 
City_ 



State 



Company (if applicable) 

System Description 

Suggestions 



I can help with . . . 



□ New 

□ Renewal 

Make checks payable to: 
M.A.C.E. 
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Date 



Amount 



Phone 



Zip Code 



Disk/Tape 



□ Cash 

□ Check Number 



Coupon 

. Membership Card Number 
Expires 



Designed by Thorn/EMKflappy disk and 
cassette for the Atari 400/800) 

By Sheldon Leemon 

The British are very different from you 

and !♦ To us, the words "computer game" 
conjure up a picture of a lone defender with 
his trusty lazer blaster, sending hordes of 
invading lizard-men to meet their scaly Maker, 
to the accompaniment of a riot of bleeps, 
bangs, and other electronic sound effects* 
What the British think of is, well. Jumbo Jet 
Pilot* 

Jumbo Jet Pilot is one of a series of 
popular computer programs which were 
produced in England by Thorn/EMI for the 
Atari 400/SOO computers, and which are now 
being introduced into the U*S» market* The 
program is a flight simulator, which puts you 
at the controls of a Boeing 747» Your mission 
is to successfuly take off from airport A, fly 
to airport B, and land safely* One look at the 
display screen lets you know that this is not 
quite as easy as it may sound* The control 
panel has indicators for airspeed, elevator 
positions, angle of elevation, speed of ascent 
or descent, heading, longitude and latitude 
postion, rudder setting, angle of roll, fuel, 
landing gear and brakes, plus a grid map, a 
horizon simulator, and a view out the cockpit 
window* Trying to familiarize yourself with 
the controls through random trial and error is 
likely to produce a runway crash, followed, not 
by the customary FAA investigation, but 
rather a printed message to keep a stiff upper 
lip and "try again"* Faced with this desperate 
state of affairs, your only resort is to read 
the instructions, which briefly explain the 
operation of the controls, and a few of the 
rudiments of flying* For more detailed 
information, you are referred to your local 
library(i), where you may find booksi!) on the 
subject* 

By carefully following the printed 
directions, you are soon airborne* Staying 
that way is another matter, for it is none too 
difficult to lose control and go into a stall or 
a power dive (thus activating the game's only 
real sound effect, a maddening warning siren)* 
There may be a way to recover from these 
catastrophes, but even the pause feature, that 
lets you stop in mid-crash to try and figure 



things out, couldn't prevent me from doing a 
bad kamikaze imitation* Landing is more 
difficult still, particularly if you insist on 
staying in one piece* There is a fair degree of 
challange in just mastering the basic mission^ 
and once you've done that, there are four 
higher difficulty levels to contend with, as 
well as night flying* 

Whether you will want to progress to doing 
loops and barrel-rolls is a different story* 
The graphics are convincing, and quite well 
done, but consist mainly of gauges and other 
indicators* You have a view out of the window 
of the airfield on takeoff and landing, but if 
all goes well, most of the time you will see 
nothing but blue skies, and a dark horizon line* 
The number of instruments you need to 
monitor seems about right to keep you 
involved, without turning the 45-minute flight 
into an endurance contest* Although the 
controls are for the most part realistic, there 
is a disturbing lag bBt^men the time you 
change a setting, and the time it produces a 
change in your instrument readings* But the 
most serious problem with the simulation is 
that it sucessfully recreates the job of flying, 
without imparting any sense of the joy of 
flight* So while you may come away with a 
somewhat better idea of how to fly a plane, 
the simulation is not likely to kindle a desire 
within you to do so* 

The odds on this cerebral entertainment 
replacing the lizard-man seem not much better 
than those of Masterpiece Theater 
supplanting the Dukes of Hazard, so don't 
expect to hear "Jumbo Jet Pilot Fever" on the 
radio anytime soon* Like a dancing bear, this 
program is an interesting novelty, but not 
necessarily one that you would want to own* 

& 




Discontinuing Atari Software 





SOFTWARE 



Bargain Prices include: 



Asteroids 

Caverns of Mars 

Missile Command 
Star Raiders 

Atari Word Processor 
Educational Cartridge 
Basic Cartridge 

Ua History 
U.S. Government 



Stock Analysis 
Statistics One 
Adventure Series 
Ghost Hunters 
Galactic Chase 
Baseball 
Atari Safari 
War History 
Checker King 



Kayos - Space War Game 

Aiso On Sale 

Atari Video Games and These Cartridges: 



Video Checkers 
Video Chess 
Missile Command 



Night Driver 
Breakout 
Home Run 



Video Pinball 

Tic-Tac-Toe 

Backgammon 



COMPUTER CENTER 

The Computer Store for Everyone 



West Bloomfield 

4381 Orchard Lake Rd. 
855-4220 



GARDEN CITY 
28251 Ford Rd. 

425-2470 or 422-2570 



By J erry White 

If you are new to the world of computers^ 
any typewriter or keyboard may seem quite 
complicated* If you think your ATARI keyboard 
is complicated^ you're absolutely correct* It 
has all the features of most typewriters and 
more* The more features built into a device^ 
the more complex it becomes to use* 

The ATARI keyboard, combined with a 
highly sophisticated screen editor, provide the 

programmer with valuable tools for 

man/machine communication* These same tools 

can also become the programmer's nightmare* 

Confused? That's what this article is all 
about* Any new computer owner is bound to be 
overwhelmed by all the technical mumbo jumbo 
associated with computers* Don't panic! 

Begin by reading the Owner's Manual* Take 
your time* and try all the examples* Don't try 
to learn too much at one time* The beginner 
must realize that it takes time to learn how to 
use a computer* It takes time to learn how to 
use programs* And it takes a great deal of 
time and effort to learn to write useful 
progrstfus* 

In the ATARI computer owners manual* 
chapter six explains the use of the keyboard 
and screen editing functions* TRY THE 
EXAMPLES! You won't hurt the machine so 
don't worry about making mistakes* After allf 
you're only human* 

When I said that the keyboard and screen 

editor could become the programmer's 
nightmare* you may have been puzzled* A 
programmer is supposed to know what he or 

she is doning* So what's the nightmare? 

The programmer has to remember that the 

program user might make a mistake* The user 
isn't supposed to worry* The computer should 
be smart enough to understand human errors* 
The problem is that "the computer" is only as 
smart as the program that is in control* 

Suppose my program must ask you a 
question and that the answer can only be YES 
or NO* How simple can you get? To make life 
even easier* a message appears on the screen 



and asks a simple question* Then a line 
appears that says* "Type Y or N*" If the user 
types a "Y" for YES* the program does one 
thing* If the user types "N" for NO* the 
program does something else* But what if the 
user types something else? 

Any programmer should be able to handle 

that right? The program should just inform the 
user that it expects a "Y" or "N" and ask the 
question again* But what if the user typed a 
"y"??? The dumb machine should have known 
that a small letter "y" means "YES" too* 

You are absolutely right again* But some 
programs are not written to handle situations 
like this* It may be because the programmer 
wasn't an expert* or possibly because the 
program was meant to be a simple example* 
Error handling requires additional 
instructions in a program* In any case* the 
novice computerist should be aware that in 
most cases* a program expects upper case* 
normal video responses from the user* 

Normal video??? So what's abnormal 
video??? Here we go again* The ATARI 
keyboard provides a key that changes the 
display of characters from light on dark to 
dark on light and vice versa* This key is just 
to the left of the right shift key* The 
"abnormal" video is called inverse video* When 
this key is pressed once* inverse video is in 
effect until that little ATARI logo key is 
pressed again* 

Our little Y or N example now takes on 
another dimension* The Y could be upper case 

normal, lower case normal* upper case inverse* 
or lower case inverse* And please don't ask 
about the CTRL key* 

What happens when the CTRL key is 
pressed? I asked you not to ask that* I'm 
running out of room in this column so you'll 
have to try it and see for yourself* That s the 
key* Try it* Keep your manuals within easy 
reach and don't hesitate to look things up* 
Computers are logical machines and yours is 
no exception* Using logic and trial and error is 
a good way to learn* In the world of 
computers* it is often the best way* q 
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IN THE BEGINNING 
By Richard Gizynski 

Learning to program is a lot like learning 

how to type* Try to learn by smallt overlapping 
steps* Baker Street is going to explore some 
beginning and intermediate questions new 
programmers have* Just as you can learn to 
drive a car without knowing its engineering 
details, you can learn to use your computer 
without knowing its details* But knowledge 
can turn your computer from 'sedan' to 'sports 
rradel't 

To those of you that are new to Atari 
programming, there are two excellent books 
and a short manual that will help you get 
started » The soft cover 'ATARI BASIC A 
Self-Teaching Guide' is a book that every 
beginner should own* It takes you through a 
step by small step exploration of fundamental 
BASIC commands* It also provides short, easy 
to understand examples of these commands* 

The second book you should consider is 
Stimulating Simulaticsns by C*W* Engeh This is 
a collection of game programs for the beginner 
to type in* The collection demonstrates, again 
in step by step fashion, how a program is 
organized, written and expanded* There aren't 
any graphics routines in the book, but entry 
level programmers shouldn't concentrate on 
graphics* 

The third selection is a super time saver 
called 'Master Memory Map' by Santa Cruz 
Educational Software* Memory Map is a listing 
of the most useful memory locations in your 
Atari and a very short description of what 
they do* It is organized in numerical sequence 
and is a handy quick refer ance* 

Now let's explore some terms that may be 
new or foggy to you* Two terms that pop up 
when we talk about memory are "bits" and 
"bytes"* A bit is the smallest unit of 
information that a computer can handle* A byte 
is a grouping of eight bits* I'll show you the 
how and why of these* 

Computer memories consist of thousands of 
small areas that can be turned on or off* 
These areas may be miniature circuts. 



magnetic 'bubbles' or blips or holes punched in 
paper* All that is necessary is that they can 
be created and read individually or in 
organized groups* They are the 'bits' of a 
computers memory* They can be (and are) 
represented by a one or a zero* A one usually 
means that a bit is on or present* A zero 
means a bit is off or absent* 

To form more complex units of information, 
eight bits are strung together to form a byte* 
By using eight bits, we can represent numbers 
up to 255* Starting at a bit we call the least 
significant bit (the one on the furthest on the 
right like our normal decimal number system) 
we consider each bit as an exponent of two* 
The right most bit has a value of one (or a 
place marker like the zero in 30)* The next bit 
has a value of two* The third bit has a value 
of four* Each additional, bit is two times the 
previous bit (or a place marker)* The most 
significant bit (the left-most bit) of a byte 
has a value of 128* By using this system, we 
can represent a number from zero (all place 
markers) to 255 (all bits on)* Count 'em — 128 
+ 64 + 32 + 16 + 3 + 4 + 2 + 1* 

Why and how bytes are used is easier to 
understand if you think of our alphabet and 
numbering system* We have 10 digits that can 
be strung together to form a number 0f any 
size* Our alphabet has 26 capital and 26 lower 
case letters that do the same thing with 
words* Both our alphabet and our numbering 
system also use special characters* Periods, 
commas, dollar signs and a large number of 
other symbols are added to the basic digits 
and alphabet characters to form our written 
language* 

You can use a number to represent each of 
the characters, digits* symbols and the spaces 
that seperate them into meaningful groups* 
When you look at your Atari keyboard, you see 
56 keys a space bar and four special purpose 
buttons* Add to this all of the characters that 
are available by using two or three key 
combinations (shift and control characters)* 
You need 255 seperate numbers to represent 
all of the possible combinations* You also 
need a zero to mark a 'no information' 
condition* q 



(To he continued) 
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By Stan Ockers 
Here it is oftyet one more attempt at a 
Player Missile routine that makes player 
movement 'simple'* The problem with the 
'universal' routine in 'Chicken' was that it 
4 was almost completely independent of Basic* 

^ Once set up, everything continued to move, 

even if the Basic program was stopped* Other 
I problems seemed to crop up because a 

seperate load player routine was used* If a 
vertical blank interrupt occured part way 
through the loading processr unexpected 
things could happen* The load routine should 
be part of the VBI movement routine* 

I decided to start from scratch* This time 
I've provided an assembly listing of what I 
came up with* As usual there are a number of 
special locations in page six* Each player has 
locations that can be poked with X and Y 
positions as well as one which can be poked 
with a number that determines the image used* 
Table 1 lists page six locations* 

The routine itself is completely 
' relocatable and is stored in VB$* All players 

are updated during each VBI *** horizontal 
positions are always updated while vertical 
positions are updated only if the new vertical 
position for that player is different from the 
old* In such cases, zeros are written into the 
appropriate player area until the proper 
vertical position is reached* 

The image to insert is determined by an 
even mimber 0»2»4***** The numbers refer to a 

set of pointers loaded into page six starting 
at 1568* 

I The pointers are the addresses of strings 

which hold the images* After loading the 

4r imagmt the rest of the area for that player is 

zeroed out* Jumps from one point on the 
sorjten to a second point quite far away can be 
immPiHatVf To show mcHlon tlw interven 
ing positions are used* 

What has to be set up for this routine to 
work? Well, first of all the routine is only for 
single line resolution anfi only for 4 players 
I (f^o missiles)* Refer to the listing of 

'Bankshot' for the lines that follow* The 
routine 1^ to be put into VB$ (lines 250-302) 
and its address put into a machine language 



insertion routine (line 380, this routine hooks 
our routine into VBI)* Room has to be set 
aside for the player-missiles and the Hi byte 
of the address of this area given to 1551 as 
well as CTIA (line 610)* All strings 
representing images have to be filled and 
their addresses (Lo and Hi bytes) placed in the 
previously mentioned set of pointers (lines 
624-645)* Image 0 (the first in the list) should 
probably be the single character zero* This 
can be used to clear a player area although 
setting the horizontal position to 0 will get 
the image off the screen as well* 

Initial horizontal and vertical positions 
should be poked as in lines 650-660* The old 
and new vertical positions should be different 
or the im^es will never be loaded until they 
are* The image numbers for the different 
players have to be poked into locations 
1552-1555 aine 690) and the normal PM single 
line resolution initilization given (line 670)* 
Colors can be set (line 695) and finally^ the 
VBI rcHitine inserteddine 710)* 

The game 'Bankshot is fairly 
straightforward* There is one problem I was 
unable to fix* You are not supposed to shoot 
directly at the pockets* I put a flag (BOUNCE 
= 1 or 0) to determine if you do, but it doesn't 
always work* This is apparently due to the 
size of the ball and the configuration of the 
corner pockets* It's easy to have a collision 
with the rail almost simultaneously with the 
ball touching the pocket* I've tried extending 
the corner pockets out but that makes it too 
easy to sink the shot* If anyone figures out a 
way to handle this problem* let me know* 

1536-1545 (0600-0609) Insertion routine 
1551 (060F) PM Area Hi byte 

1552-1555 (0610-0603) Image #'s (even 

only) 

1556-1559 (0614-0617) Plyr horiz* pos* 
1560-1563 {0618-<>61B) Old vert* pos* 
1564-1567 (061C-061F) New vert* pos* 
1568 and up (0620) Po 
inters to images (Lo and Hi bytes) 

Note: OOCB-OOCF also used 



continued 



BANKSHOT VBI ROUTINE 



lOHPOS = 
20OLDV = 
30NEWV = 
40APTR = 
50IPTR = 
60PMPG = 
70IMGK = 
80IMGP = 
90STOR = 
100 PLYRH 
110 #= 



*0614 
$0618 
$06 IC 
$00CB 
*OOCD 
«060F 
$0610 
$0620 
$00CF 
= $D000 
$0000 



120 VBI CLC 

130 LDA PMPG {ADD TO PM HI 

140 ADC #$04 JFOUR PAGES TO GET 

150 ST A APTR+1} PLYR AREA PTRHI 

160 LDX #$00 JX IS PLYR COUNTER 

170 STX 8TOR 

180 LDY #$00 |Y USED IN INDIR OPER. 

190 STY APTR 



200 HORIZ 

210 STA 

220 LDA 

230 CMP 

240 BEQ 

250 LDA 

260 STA 



LDA HPOS»X {UPDATE HOR.POS. 
PLYRH,X 

NEWV,X {CHECK IF VERT. POS. 

OLDV,X {CHANGED 
NXTPLYR {SKIP IF NOT 
NEWV,X {UPDATE OLD VERT. 
OLDV,X {POSITION 



270ZERO1 LDA APTR {CK. IF REACHED 

280 CMP NEWV,X {VERT. POS. YET 

290 BEQ LDPLYR {IF SO, START LOAD 

300 LDA #$00 {ELSE FILL WITH 

310 STA (APTR),Y { ZEROS,.. 

320 INC APTR {UNTIL YOU DO 

330 BEQ NXTPLYR {<OUT OF PL YR AREA) 

340 BNE ZEROl 



480 BEQ NXTPLYR {REACHED END OF 

AREA 

490 BNE PLBYTE {NEXT IMAGE BYTE 
500 CLREST LDA #$00 {ZERO OUT REST 

510ZERO2 STA (APTR),Y {OF PLYR AREA 
520 INC APTR 
530 BNE ZER02 

540 NXTPLYR INC APTR+1 {NEXT AREA 

550 LDX STOR {RECOVER PLYR INDEX 

560 INX {NEXT PLYR 

570 STX STOR {SAVE INDEX 

580 CPX #$04 {LAST PLAYER? 

590 BNE HORIZ {NO, GET ANOTHER 

600 JMP $E462 {BACK TO ATARI'S VBI 

610 .END 



0614 HFOS 
061C NEHV 
OOCD IPTR 

0610 IMGN 

OOCF STOR 
0000 VBI 



= 0618 OLDV 
OOCB APTR 
060F PMPG 

= 0620 IMGP 
DOOO PLYRH 
0010 HORIZ 



005D NXTPLYR 
0035 LDPLYR 
0055 CLREST 
0057 ZER02 



= 0024 ZEROl 
0043 PLBYTE 
£>04FUPONE 



350 LDPLYR LDA IMGN,X {USE IMAGE 
NUMBER 

360 TAX {AS INDEX AND 

370 LDA IMGP,X SET UP INDIR. 

380 STA IPTR {POINTER 

390 LDA IMGP+1,X 

400 STA IPTR+1 

410 PLBYTE LDA (IPTR),Y {GET IMAGE 
420 BEQ CLREST {IF A ZERO, FINISHED 
430 STA (APTR),Y {PUT IN PLYR AREA 
440 INC IPTR {NEXT IMAGE BYTE 
450 BNE UPONE {NO PAGE CROSSING 
460 INC IPTR+1 {PAGE CROSSING 

470 UPONE INC APTR {NEXT AREA BYTE 





your money can buy 





AIWA 

PORTABLE STEREO 

Top-quality Aiwa portable stereo 
is on sale, including the Aiwa CS- 
440 AM FM stereo cassette re- 
corder with 2 shortwave bands 
and world-wide voltage. And JVC. 
Hitachi, Panasonic, and Crown of 
Japan portables are priced to 
travel, too! 



nONBR 
CARSHREO 



Pioneer car stereo to fit most cars 
is on sale, including the KP-»BOO 
AM FM stereo cassette player with 
Supertuner and the deluxe tri- 
axial T8-696 6x9 speakers. You 
can also drive a bargain on Sony, 
Jensen. Clarion, Mitsubishi, and 
Concord car stereo! 






JBL SPEAKERS 



Save on JBL speakers, like the 
magnificent R-133 3-way tower. 
Breakthrough speakers from Ohm. 
Celestion EPI. Infinity. Cerwin- 
Vega. and TDC are clearance- 
priced too' 

SONY CASSETn DKKS 




JVCRECEIVnS 




Tech Hifi will not be undersold! 

We will meet or beat the price of any authorized dealers 
on any component they have in stock. 

ASK ABOUT M.A.C.E. DISCOUNTS 

28007 West Eight Mile Rd., Farmington 477-8810 

Better price. Better advice. 
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10 REM ♦♦«»#**«***«#«##* 

20 REM** BANKSHOT ** 

30 REM** S.O*4/82 ** 

40 REM ***************** 

90 OPEN #1,4,0»"K}" {GRAPHICS 18JP0SITI0N 

6,3:? •^rBankShot" 

100 POSITION 4,6{? PLAYERS?" :DIM 

B$(16) 

no GET #1,NP{NP=NP-48{IF NP<i OR NP>9 
THEN 110 

120 DIM SCORE(NP);POSITION 15,6?? #6} 
1IP:P0SITI0N 4,9:? *6;"instructions?" 

*1,A:IF A=89 then GOSUB 2000 
250 REM * VBI ROUTINE UPDATED BY 
POKES* 

260 DIM VB*(107)JFOR 1=1 TO 107JREAD 

A{VB$(I,I)=CHR$(A)JNEXT I 

270 DATA 24,i73,15,6,105,4,133»204, 

1 62,0, 1 34 ,207, 1 60,0, 1 32,203, 1 89,20,6, 

1 57,0,208, 1 89,28,6,22 1 ,24,6 

280 DATA 240,63,189,28,6,157,24,6,165, 

203,22 1 ,28,6,240, 1 0, 1 69,0, 1 45,203,230, 

203,240,42 

290 DATA 208,239,189,16,6,170,189,32,6, 

133,205,189,33,6,133,206,177,205,240, 

1 4 , 1 45,203 ,230,205 ,208,2 

300 DATA 230,206,230,203,240,10,208, 

238, 1 69,0, 1 45,203,230,203,208,250,230, 

204, 1 66,207,232, 1 34,207,224,4,208,168 

302 DATA 76,98,228 

350 REM * PAGE 6 - INSERT VBI ROUTINE * 
360 FOR 1=1536 TO 1545JREAD A:P0KE 

x,a:next I 

370 DATA 104,160,0,162,0,169,7,76,92, 

228 

380 A=ADR(VB$):B=INT<A/256>: 

CsA-256«B»>OKE 1538,Ca«OKE 1540,B 

400 GRAPHICS 3JCOLOR IIPLOT 3,0:DRAWTO 

36,0!DRAHTO 36,19!DRAHTO 3,19:DRAHT0 

3,0 

410 POKE 708,204JPOKE 709,0}POKE 712, 
233K:0L0R2!F0RI=1 TO 14!READ X,Y!PLOT 
X,Y{NEXT I 

420 DATA 3,0,3,1,4,0,19,0,36,0,36,1, 

35,0,35,19,36,19,36,18,19,19,3,19,3, 

13,4,19 

430 A=PEEK<560)+256«PEEK(561) 
440 IF PEEK(AK>66 THEN A=A+1:G0T0 440 
450 POKE A,71:P0KE A+3,6:P0KE A+4, 
6JPOKE A+5,655POKE A+6,PEEK(A+7)JPOKE 
A+7,PEEK(A-»-8) 

480 POKE 656,0JPOKE 657,24J? " "JGOSUB 
1500 

600 REM * PLAYER MISSILE SETUP * 

610 A=PEEK(106)-16:POKE 54279,A{POKE 

1551,A 



620 REM ** IMAGE 4 ** 

624 DIM CUR$(6){F0R 1=1 TO 6JREAD A J 
CUR*(I,I)=CHR$(AKNEXT IJCUR= 

ADR(CUR$):P0KE 1573,INT<CUR/256) 

625 POKE 1572,CUR-256*PEEK(1573) 

626 DATA 16,16,56,16,16,0 
628 REM ** IMAGE 2 *« 

630 DIM BALL*(9):F0R 1*1 TO 95 

READ ajball*(i,i)=chr*(A):next i: 

BAL=ADR(BALL»KPOKE 1571,INT(BAL/256) 
632 POKE 1570,BAL-256*PEEK(1571) 
640 DATA 16,56,108,116,124,124,56,16,0 
642 REM «* IMAGE 0 ** 
645 DIM Z$(1).*Z«=CHR«(0);ZEROs 

ADR(Z$)JPOKE 1569,INT(ZERO/256): 

POKE lS68,ZERO-256*PEEK(1569) 
650 FOR 1=1556 TO 1567:READ AiPOKE 
I,A{NEXT I 

660 DATA 120,100,86,86,100,30,53,53, 

120,40,63,63 

670 POKE 559,62JPOKE 53277,3 

690 POKE 1552,2iPOKE 1553,4iPOKE 

1554,0:POKE 1555,0 

695 POKE 704,36{POKE 705,0 

700 A=USR(1536) 

710 YMIN=38{YMAX=177{XMIN=62:XMAX=86: 
LL=0:PLYR=OIB*="0000000000000000"5 
GOSUB 1500 

720 FOR 1=1 TO NP.*SCORE(I)=0:NEXT I 

730 POKE 77,0{BALL=BALL+1{IF BALL>15 

THEN GOTO 3000 

735 POKE 656,0JPOKE 657,51? BALL 
740 X=INT(RND(0)*1 00+70)5 

Y=INT(RND<0)*100+70){POKE 1556,X{ 

POKE 1564,Y 

743 IF FL=1 THEN FL=0{GOTO 750 

745 PLYR=PLYR+1JIF PLYR>NP THEN PLYR=1 

747 POKE 656,0JPOKE 657,14J? PLYR 

749 REM *♦ MOVE CURSOR ALONG RAIL »# 

750 S=STICK(0)}XP=PEEK(1557)i 
YP*=PEEK(1565){X=PEEK(1556):Y«PEEK 

(1560) 

760 IF XP>XMIN AND XPCXMAX THEN 780 
765 IF (S = 10 OR S=14 OR S«6) AND 
YP>YMIN+2 THEN YP=YP-1 
770 IF (S=9 OR S=13 OR S=5) AND YP<YMAX 
THEN YP=YP+1 

780 IF YP>YMIN+2 AND YP<YMAX THEN 795 
785 IF <S«5 OR S'6 OR S«7) AND XP<XMAX 
THEN XP=XP+1 

790 IF (S=9 OR S=10 OR S=ll) AND XP>XMIN 
THEN XP«XP-1 

795 POKE 1557,XP:P0KE i565,YP 
800 IF STRIG(0)=l THEN 750 
805R=SQR((XP-X)*(XP-X)+(YP-Y)*(YP-Y)) 
810 DELY=2#(YP-Y)/RJDELX=2*(XP-X)/R 
880 BOUNCE=0JMOVE=0 
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885 rem »* loop to move ball ** 

890 x=x+delx:y=y+dely 

892 if peek(53252) = 2 then gosub 

iOOOiGOTO 940 

900 IF X>=XMAX OR X< = XMIN+1 THEN 

DELX=-DELXJG0SUB 1800 

910 IF Y>=YMAX OR Y<=YMIN+1 THEN 

DELY=-DELYJG0SUB 1800 

920 POKE 1556,X}POKE 1564,Y 

930 PQKE 53278»0:MOVE = MOVE+1 JIF 

MOVE<150 THEN 890 

940 POKE 53278,0 

970 REM ## FL=1 IF SOMEBODY SCORED ** 
980 IF FL=l THEN 730 

982 REM *# FL=2 IF SHOT INTO POCKET «# 
985 IF FL=2 THEN FL=0{GOTO 740 
990 GOTO 745 

1000 POKE 1556,0:iF BOUNCE=0 THEN POKE 
45^,i;P0KE 657,3J? "MUST BANK SHOT!! 
"{FL=2{GOTO 1020 
1010 SCORE(PLYR)=SCORE(PLYR) 
*iSFLr'l ;B»(BALL»BALL)=CHR$(48+PL YR): 
GOSUB 1500 

1020 FOR 1=1 TO 30:SOUND 0,150+1,12 
,10:NEXT IiFORI»120 TO 180;SOUND 
0,I,10,10JSOUND 0,0,0,0JNEXT I 
1030 FOR 1 = 50 TO 30 STEP -5JG0SUB 

i60oaiEXT i:gosub isoo^turn 

1500 POKE 656,1 :P0KE 657,3J? B${RETURN 
1600 SOUND 0,I,10,105FOR J=l TO 5!NEXT 
JJSOUND 0,0,0,0{RETURN 

1800 BOUNCE=l {SOUND 0,50,10,10{FOR 1=1 

TO 5:next ijsound o,o,o,o:return 

2000 ? CHR$(125):P0KE 752,1 {POSITION 8,31? 
"INSTRUCTIONS":? J? "This is a game of one 

ball pool for" 

2010 ? "up to 9 players, AH players use",? 

"joystick 1 , Ballls are made one at" 

2020 ? "a time and must hit at least one"?? 

"rail before going in a pocket to" 

2030 ? "count. If a player makes a ball,"!? "he 

gets another turn." 

2040 ? ;? "Position the oirsor on the rail "{? 

"where you want the ball to first" 

2050 ? "hit. The scorecard at the bottom":? 

"keeps track of which player hit tip" 

2060 ? "balls" 

2070 ? J? ;? "Press any key to begin the game," 
2080 GET *1,A:RETURN 
3000 GRAPHICS 185POSITION 5,01? #6J 
"Final Score":FOR 1=1 TO NPJPOSITION 
3,I{? #6}"Plyr #"JI}" - "^SCOREd) 
3005 NEXT I 
3010 GOTO 3010 ^ 
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Memory Expansion Boards 
for the ATARI * Computer 

Completely compatible with ATARI 
hardware and software 

Mo modifications necessary 

Fully assembled and tested 

User installable - simply plug it in 
One year warranty 

Gold connector tabs and soctejs^ ^ 

16K Memory Board — $ Smo^ 
32K Memory Board — $X2*:9S^ 

Build Your Own Memoty'^^ 

16K board - no components - $12.50 
32K board — no components — $30.00 

Add $2 Shipping and handling per board 
•ATARI is a trademark of Atari Inc. 

Dealer Inquiries Welcome 

Tiny Tek, Inc. 

P.O. Box 820249 • Dallas, TX 75382-0249 

214-373-8926 
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DISCOUNT ACCESSORIES 



Ch«ck Programs DMir«d 



ADVENTURE INTERNATIONAL 


LIST 


□ 


Star Trek 3.5(d) 


24.95 


□ 


Lunar Lander (d) 


19.95 


□ 


Rear Guard (d) 


24.95 


□ 


Adventure #1 - Adventureland (t) 


19.95 


□ 


Adventure #2 - Pirate's Adv (t) 


19.95 


□ 


Adventure #3 - Mission Imposs (t) 


19.95 


□ 


Adventure #4 - Voodcx) Castle (t) 


19.95 


□ 


Angle Worms/ Crolon Diversion (t) 


14.95 


□ 


Deflection (t) 


14.95 


□ 


Mountain Shoot (t) 


14.95 


□ 


Treasure Quest (t) 


19.95 


□ 


Rear Guard (t) 


19.95 


ATARI INCORPORATED 




□ 


Word Processor (d) 


149.95 


□ 


Personal Finance Management (d) 


74.95 


□ 


Caverns of Mars (d) 


39.95 


□ 


Invitation to Programming 2 (t) 


29.95 


□ 


Invitation to Programming 3 (t) 


29.95 


□ 


Conversational French (t) 


59.95 


□ 


Conversational German (t) 


59.95 


□ 


Conversational Italian (t) 


59.95 


□ 


Conversational Spanish (t) 


59.95 


□ 


The Programmer Kit (c) 


79.85 


□ 


The Entertainer Kit (c) 


116.75 


□ 


Asteroids (c) 


44.95 


□ 


Assembler Editor (c) 


59.95 


□ 


Atari Basic (c) 


59.95 


□ 


Space Invaders (c) 


44.95 


□ 


Missile Command (c) 


44.95 


□ 


Star Raiders (c) 


49.95 


□ 


Centipede (c) 


44.95 


□ 


Pac man (c) 


44.95 



ARCADE PLUS 

□ Ghost Hunter (d) 

□ Ghost Hunter (t) 

ARTSCI 

□ Poker Solitare (d) 

□ Gomoku (d) 

□ Reversi (d) 

□ Poker Solitare (t) 

□ Gomoku (t) 

□ Reversi (t) 



34.95 
29.95 

24.95 
29.95 
29.95 
14.95 
19.95 
19.95 



AAony 

YOUR 
PRICE 

18.00 
15.00 
18.00 
15.00 
15.00 
15.00 
15.00 
It.OO 
11.00 
11.00 
18.00 
15.00 

100.00 
MM 
20.00 
21.00 
21.00 
44.00 
44.00 
44.00 
44.00 
57.00 
84.00 
33.00 
44.00 
44.00 
33.00 
33.00 
36.00 
33.00 
33.00 



25.00 
21.00 

18.00 
21.00 
21.00 
11.00 
15.00 
15.00 



More Available at Discount Prices 







YOUR 


AVALON HILL GAME COMPANY 


LIST 


PRICE 


□ Conflict 2500 (t) 


16.00 


12.00 


□ Planet Miners (t) 


16.00 


12.00 


□ Lords of Karma (t) 


20.00 


15.00 


□ Empire of the Overmind (t) 


30.00 


21.00 


□ Tanktics(t) 


24.00 


17.00 


□ Computer Stocks & Bonds (t) 


16.00 


12.00 



BRODERBUND SOFTWARE 

□ Apple Panic (d) 


29.95 


21.00 


BUDQECO 

□ Raster Blaster (d) 


29.95 


21.00 


CAVALIER 

□ Bug Attack (d) (t) 


29.95 

ft 


21.00 


COMPUTER MAGIC, LTD. 

□ Kayos (d){t) 


34.95 


25.00 


OATASOFT 

□ Atari Mailing Lis (d) 
U Text wizara lu; 

□ Dung Beetle (d) 


24.95 
29 . 95 . ' 


18.00 
75.00 
21.00 


GEBELLI 

□ Match Racers (d) 

□ Andromeda (d) 

□ Pathfinder (d) 


29.95 
39.95 
34.95 


21.00 
29.00 
25.00 


INNOVATIVE DESIGN 

□ Pool 1.5(d) 


34.95 


25.00 


JV SOFTWARE 

□ Action Quest (d) (t) 


Z«f.%fO 


2t.00 


KBYTE 

□ K-Razy Shootout (c) 


49.95 


36.00 


ON-LINE SYSTEMS 

□ Crossfire (d) (t) 

□ Mousekattack (d) 

□ Jawbreaker (d) (t) 

□ Threshold (d) 

□ Frogger(d) 


29.95 
34.95 
29.95 
39.95 
34.95 


21.00 
25.00 
21.00 
29.00 
25.00 


SYNERGISTIC 

□ Warlock's Revenge (d) 


35.00 


25.00 



□ 



WE DEAL IN BUSiNESS»EDUCATION»ENTERTAIIMIVIENT SOFTWARE 

ATARIJOYSTICKS □ SANY0 13 INCH □ ZENITH ZVM-121 □ VERBATIM DATALIFE 

Color Monitor Green Monitor Box of 10 Disks 

»8 •425 '120 '26 

CREDIT CARD ORDERS ACCEPTED BY PHONE 4 PM-7 PM DAILY MONDAY THRU FRIDAY 



□ PLEASE SEND THE PROGRAAAS CHECKED 

□ PLEASE SEND THE ACCESSORIES CHECKED 

□ PLEASE SEND FREE CATALOG DRIVE - □ DISK □ CASSETTE 

NAAAE . ■ 

ADDRESS 

STATE _____ 



ZIP 



AAAT. ENCLOSED. 



CHARGE MY □ VISA □ MASTERCARD # 
EXPIRES SIGNATURE 



MFGS. TRADEAAARK 



STROM 

^ « ,ft-f SYSTEMS INC. 

P.O. Box 197 

Plymouth, Mi. 48170 
(313) 455-8022 

Send check or money order for 
total purchase price, phis $2. 
postage handling. Michigan 
Residents add 4% tax - C.O.D. 
add $5. 



MACE PUZZLE *1 
NXNNERS 

The contest for Puzzle #1 is over and what 
a response! Besides Michigan, we heard from 
Lockportt Illinois; Hillsborough, North 
Carolina; Oregon, Ohio; and from 11 year old 
Jason LeDuc across the river in Windsor# The 
puzzle was solved using Basic, APL, PLI, and 
Fortran* Where are all you Assembler 
wizards? The programs were run-on an Atari 
800, a Radio Shack Model III, a DEC 2050, an 
IBM 370/168, and an Amdal 470» 

The ultimate program in shortness was 
submitted by Burt Gregory who solved 
the puzzle using one single APL statment in 
♦003 seconds* Only a fraction of a second 
slower, but one day earlier to the post office, 
was one of our two winners, Chris 
Rstrkowski* Chris used Fortran to find 
the answer in just *02 seconds* That's ok 
Chris, whats ♦017 of a second anyway# Our 
other winner, both by the way had their 
letters postmarked July-16, was Msrk 
Sokolik who used Basic on his Atari~800» 
His solution took 177.25 seconds which is 
about average for all the submissions that 
were done using Atari Basic# 

If you never quite solved the puzzle, here 
is Mark's solution for you to run* 

10 DIM GROUP(1000)tPOKE 559,0 

15 for x=l to woo{group(x)=1jnext x 
20p^i;l=ijd=o:f=o 

3 0 if F = 0 AND GR0UP(P)=1 THEN 

group(P)=d:l=p:f=i{p=p+i{if p>iooo then 
p=i 

40 IF KILL = 1000 THEN GOTO 100 
50 IF GR0UP(P)=1 THEN F=0 

60 P=P+i:iF P>1000 THEN P=l 
70 GOTO 30 

100 POKE 559,34:? "LAST ONE KILLED IS "JL 



And who was that last person? 

J- 

In the future, please date your entry to 
assist in reading the postmark* Some of them 
are very difficult to decipher* Also, for those 
of you out of state who asked, it doesn't make 
any difference how long it takes the letter to 



reach MACE,* it will be postmarked with the 
date you put the letter in the mailbox and that 
is what determines the winner* 



EDITOR'S NOTE 

As promised, both Chris and Mark will receive 
a MACE disk or tape of their choice* 

MACE PUZZLE #2- Since last month's 

newsletter went out late^ the deadline for 
puzzle 2 will be extended to the deadline for 
this month's puzzle, October 12, 1982* This 
means that winners will be run a month later 
in MACE, but it will allow more time to work 
on the puzzles* 

AUTHORS DETERMINE WINNERS- The 
authors of the MACE Puzzles presented here 
are responsible for determining the winners to 
their respective puzzles* Any questions 
concerning a puzzle should be directed to the 
particular author involved* MACE will award 
the prizes either in person at a meeting, or by 
mail* Contestants must be sure to CLEARLY 
print your name, address, and telephone 
number so that we can can tact you if 
necessary* 

Anyone wishing to submit a puzzle may do so* 
Write MACE for further information* 

And riow«*«*on with the show! 



MACE I=*XJZZLE =t#2 

By Charles Godfrey 

Credit for this months puzzle goes to Judy 
Lawler of Phoenix* This is really great, I hope 
you have as much fun finding the answer as I 
did* By the way, there can be more than one 
answer, but I am looking for the lowest 
possjlil# correct figure* 

Since the deadline for puzzles extends 
beyond the deadline for the MACE newsletter 
the answers will probably be two months 
behind* 



continued 



30 



t 




Shipwrecked in a hurricane^ five saliors in 
a rowboat landed on a small island inhabited 
by one monkey and numerous coconut trees* 
The trees had just finished bearing a bumper 
crop of coconutst all of which had blown to the 
ground in the hurricane* 

Having nothing better to do^ the sailors 
decided to gather all the coconuts on the 
island into a single pile* They finished the job 
by nightfalls and then fell soundly asleep* But 
one sailor awoke in the middle of the night 
and became worried that he wouldn't receive 
his fair share of the milky palm fruit* He 
stole away to the pile and removed exactly his 
fair share of ttm coconutSf buried them^ and 
went back to sleep* Another sailor awoke a 
short time later and did the same — buried his 
fair share of the coconuts and returned to 
sleep* Each of the three remaining sailors* in 
turn* did likewise* 

The next morning, not suspecting what each 
of the others had done» the sailors divided the 
remaining coconuts, and each received his 
equal share* One coconut remained, which 
they gave to the monkey* 

Yourjob? Write a program to determine the 
total number of coconuts in the original pile* 
Only a few lines of code are required to find 

the solution* 

Please send your solutions to* 




Charles Godfrey 
29646 Chelmsford 

Southfield, MI 48076 



Puzzle deadline is nidnight October 12, 1982* 
HiriTierCs) will receive s MACE disk or tape of their 
choice* Iti the event of s tie, nore than one winner 
be declared* 



The original articles that appear In M.A.a€. may be reprinted without 
permission by school and coMoge publications, personal computing club 
newsletters and nonprofit publications. Eacli article reprinted must carry 
a notice to the effect that it is a reprint from M.A.C.E. and give credit to 
the author. © 1932 

Michigan Atari Computer Enthusiast* is a club and users group and is not ^llifaled with the Atari 
Company, a Division of Warner Communications Inc. 
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Announcins the best Error 
Free Personal Computer 
Diskette Money Ccin Buy. 
For Less. 



F 




IBI 


LE €g> 


Ol/I 




CONTRPL 
DATA 



• Error Free 

• 1 year warranty 

• Hub ring installed 

• Write/Protect notch 

• Next day delivery 

$19.90/box of 10 

• No minimum order quantity 

• 8" or 574" 

• Plus 2 Free BONUS DISKS/Box* 

*5'A" SPECIAL ONLY 

If you are a member of a user group or a school district please call for special 
terms on future offers. ISS is the largest specialty supplier of magnetic media 
in the Midwest. We have the products that you want when you need them. 
Please take advantage of this introductory offer and call us now. 




Transaction 
Storage Systems, Inc. 

UAQMBTtC MEDIA SPeCIAUSTS 



CALL TOLL FREE 
1-800-521-5700 
1-800-482-4770 (Michigan) 
313-557-3036 (Detroit) 
312-922-0076 (Chicago) 
614-221-1788 (Columbus) 
513-621-1518 (Cincinnati) 
Telex 810-224-4646 



EXPECT A MIRACLE 



YES. is the magnetic media supplier that I have alwai/s wanted. 
Please send me . _, 8 " □ Sy^'D, 

Box Quantity 

I am interested Please send me more information 
or coll me at ( ) 



ea. 



Price 



For faster order entry call any of our toll-free or local numbers 

Company — 

Name Title 



Address 
City 



State. 



Zip. 



Amex/Master Card/Visa orders are accepted 



Expiration Date 



month. 



year. 



RITE WAY ENTERPRISES 

EVERYTHING DISCOUNTED EVERYDAY 

don't know what gift 

TO GET YOUR COMPUTER 

ENTHUSIAST? 

RITE WAY 

GIFT 
CERTIFICATES! 



(3i3)751>24S4 
8262 12 MILE 

WARREN, Ml. 48093 



TKK 



DISCOUNT 

Computer 
SOURCE 




MICHIGAN ATARI COMPUTER ENTHUSIASTS 
P.O. BOX 2785 

SOUTHFIELD, MICHIGAN 48037 



BULK RATE 
U.S. POSTAGE 

PAID 
PERMIT #431 
SOUTHFIELD, Ml 



IMPORTANT DATED MATERIAL 
PLEASE DO NOT DELAY 

Printing and Bindery Services by • GRAPHIC ENTERPRISES. INC. Detroit. IMicliigan • 313-839-6800 



